A strategic card game of surviving, defending, 
and attacking Zombies. 


Zombies...undead...walkers, plague Earth. Life is survival of the fittest as 
small groups of humans band together to stay alive. You are in charge of 
one of these groups, represented by the cards in your hand. 


Each day (represented by your turn), you give a task to one member of your 
group. These tasks could be anything from gathering food, gas, or weapons, 
to creating defenses and setting traps. You can even devise attacks on your 
opponents by sending Zombies at them or achieve card combinations to bet- 
ter your situation. 


Often you suffer tragedy when Zombies consume people in your party, 
forcing you to permanently lose cards from your hand. However, you can 
plan ahead and prepare for Zombies by taking shelter using a Defense card 
from your Inventory. But the starving Zombies don’t give up easily, because 
they won't go away until they are all put to rest. 


After controlling three different groups of survivors (3 rounds), you compare 
your success against your opponents’ and see who has the most humans 
remaining. Do you have what it takes to Outlast: The Zombie Card Game? 


HOW TO WIN 


Players must survive through the deck(s) by trying to get as many cards 
in their hand as possible. This is accomplished by using Resources, killing 
Zombies, creating Defenses, and battling other players. When the last card 
of the Draw Pile is taken, each player takes a final turn. Then players count 
the remaining cards in their hand and the total in their Zombie Kills Pile 
and keep track of those separate scores. After three rounds of Outlast, who- 
ever has the largest total cards in hand wins. To break a tie, whoever has 
the most Zombie Kills in their Pile wins. 
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Outlast-The Zombie Card Game parts: r 

16-page Instruction Booklet + Four Inventory Area Cards (each with a dif- 
ferent Hero Card suit) » One Center Mat - Four Cheat Sheets 

Inventory Cards: 


each with a | 
specific Hero | (lianc mamm- saaana | ™ 


card suit 


æ Use 1 deck of cards ertwo players (2 decks for four players, etc.) 

Shuffle the cards and randomly disperse the Inventory Area Cards. 

» From the top of the deck, choose one card of each suit that corresponds 
to each matching suit on the Inventory Area Card (representing each 
Hero). If you are playing without the actual Inventory Cards, each 
player cuts the deck and takes a card which will be their Hero Card for 
that round. (Joker is any Hero type.) 

» Highest value of the Hero card drawn goes first (Joker is lowest) and 
deals 5 cards to each player. 

» Remaining cards are placed in the middle as the Draw Pile. Players 
reimburse themselves from this pile at the end of their turn (after 
playing cards or killing Zombies). Next to the Draw Pile is the face-up 
Discard Pile where players place the cards they use. Next to that pile is a 
third pile: the Zombie Pile, where players place attacking Zombie cards, 


THE INVENTORY AREA 

Each player has a mat/or space in front of them called their Inventory Area. 
Here each player puts their specified Hero card, their face up Resources, 
their face down Defense cards, and cards they use to kill Zombies (side- 
ways/face up). 

THE TURN 


Phase 1: Evade or fight any live Zombies 
Phase 2: Play one card from your hand. 
Phase 3: Reimuburse yourself for the cards played from your hand. 


THE BEGINNER'S GAME 


+ Play using only the card values. Don't play using any special combina- 
tions or Heros. 


+ To decide who goes first, cut the deck for high card (Joker is lowest). 
+ When players feel comfortable with gameplay and card values, add 
special combinations and/or Heros. 


THE 


On your turn you can play only one card from your hand. 

Action cards are played into the Discard Pile. 

Zombie cards are played into the Zombie Pile. 

Defense and Resource cards are placed into your Inventory Area. 
Activating Defense and Resource cards already in your Inventory are 
played into the Discard Pile. 

» Cards used to kill Zombies go into your Zombie Kills Pile in your Inven- 
tory Area. 


Phase 1 


Settle any Zombies that are alive: 
+ Kill Zombies (refer to page 10, “How to Kill Zombies”) and then go to 
Phase 2 


+ Evade the Zombies using specific Hero, Resource, or Defense Cards 
(giving up the rest of your turn) 


+ Ifyou cannot kill or evade all the Zombies attacking you, you cannot 
take your turn (refer to page 11) 
Phase 2 
Play one card from your hand (or a Special Card Combination): 
+ Place a Resource card face up into your Inventory (refer to page 9). 
+ Place a Defense card face down into your Inventory (refer to page 8). 
+ Play an Action card onto the Discard Pile (refer to page 7). 
+ Playa Zombie card into the center Zombie Pile (refer to page 10). 


+ Play a Special Card Combination onto the Discard Pile or into your 
Inventory (refer to page 12). 


Phase 3 

Reimburse yourself from the Draw Pile only for cards you played from your 
hand during Phase 2 and those used for killing Zombies (don't reimburse 
yourself for any cards played from your Inventory). 


HERO ACTION CARDS 


Your Hero Card: One of four suits—chosen at the start of the game 


æ Your Hero card can only ever be used once during your turn 

æ Activate it by playing it from your Inventory to the Discard Pile 

» If not used by the end of the game, it counts as one more card in 
your hand. 

» Using your Hero card does not take your turn. 


Four Hero Card Values: 

+] Trader: At any point during your turn, swap three of your cards with 
any three random cards from your opponent(s) hand—you can split it up by 
taking from more than one opponent. 


B Theft: At any point during your turn, steal two Resources from an 
opponent's Inventory or split it up by taking one each from two opponents. 


Recruiter: At any point during your turn, look at the top three cards 
of the deck and use one of the cards’ abilities or place in Inventory. You 
do not reimburse yourself for playing this. Reinsert the other two cards 
randomly back in the deck. 


g Cutthroat: When fighting Zombies, activate this card to add one more 
Zombie to the total of attacking Zombies. Then the Zombies skip you and 
attack the next player. 


STANDARD ACTION CARDS 
Action Cards: Cards played directly from your hand to the Discard Pile 
or Zombie Kills Pile. 


Five Action Card Values: 
I} Joker-Thriver: Play a Joker to steal one card from any player; OR, 
ls play it as an ACE. 


matter what suits they are; OR, you may choose to discard the Ace 
and receive a new card, and then take your turn. 


À Ace-Destroyer: Play an Ace to kill all (up to four) Zombies, no 


ing your hand (draw one to reimburse yourself for the King, and 


fe King-Survivor: Play a King to draw an extra card when reimburs- 
ie then take another card.) 


T= ©Queen-Encourager: After playing the Queen, you get to play 

two more cards for that turn (but NOT two Zombies); OR you may 

choose to discard the Queen and receive a new card and then take 

your turn. (Note: You can only play one Queen perturn.) 

gz, Jack—Loser: Play a Jack to reverse the order of play and then skip 
the next player's turn. (Note: You cannot play a Jack on the last 

turn.) 


THE DEFENSE CARDS (8,9,10) = faca down 

» In Phase 2 the 8, 9, and 10 cards are placed face down in front of you 
in your Inventory. 

» An8, 9, or 10 is activated from your Inventory by placing it into the 
Discard Pile when either a Zombie card or a Resource is played. 

» You do NOT reimburse yourself after playing Defense cards from your 
Inventory. 
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Three Defense Card values: 


10-Shelter: During Phase 1, when a Zombie card is attacking 
you, activate your 10 to evade the Zombies and make them skip 
you to attack the next person. 


9- Trapper: The 9 can only be activated from your Inventory 
| before starting the Phases of a turn (live Zombies force a 
player into Phase 1) and when the player before you played a 
Resource on their turn. When activated, you steal that Resource and 
put it in your Inventory, then continue to take your turn. OR, you 
can use a 9 from your Inventory to kill one Zombie of the same suit. 


8-Revenger: During Phase 1, use an 8 from your Inventory only 
$ if another player played a Zombie card directly on you; activate 


your 8 to evade the Zombies, reverse play, and make that player 
fight their Zombies instead. 


THE RESOURCE CARDS (5,6,7) -face up 

» Any 5, 6, and 7 cards are placed face up in front of you in your Inven- 
tory. After you play Resource card(s) into your Inventory from your 
hand, you reimburse yourself from the Draw Pile. 


æ At any point during your turn (even while fighting Zombies) you may 
trade in any combination of three Resources from your Inventory and 
immediately draw another card. 


» You do NOT reimburse yourself after playing Resource cards from your 
Inventory. 


Three Resource Card Values: 


7-Gun: — During Phase 1, when fighting Zombies, play the 7 card 
from your Inventory to kill all (up to 4) Zombies. BUT, the 7 must be 
of the same suit as the attacking Zombies. 


6-Gas: During Phase 1, when fighting Zombies, you may evade 
them by playing two 6 cards from your Inventory. The attacking 
Zombies pass to the next player, attacking them instead. 


5-Food: At any point during your turn, you may exchange two 
5 cards from your Inventory to immediately draw another card. 


THE ZOMBIE ATTACKS 


When a player uses their turn to play a Zombie card, they reimburse them- 
selves and their turn ends. The next player must fight or evade the Zombies. 


Zombie Card Values: 
4: The next player must fight four Zombies of that suit. 
P| [Example: a 4 of clubs is played, then the next player's turn 
starts by having to fight those four Zombies] 


3: The next player must fight 3 Zombies of that suit. 
HT13) 2: The next player must fight 2 Zombies of that suit. 


Zombie Kills Pile: any card(s) used to kill Zombies are placed face up and 
sideways in a pile in your Inventory. (These may get used during the game if 
you loose your cards, and they are counted at the end of the game.] 
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How to Kill Zombies: 

» Players must produce the specified amount of cards in the same suit 
as the attacking Zombie card from their hand. The value of the cards 
in your hand no longer matter, the only thing that matters is the suit. 

» Players can use specific Hero, Action, Resource, or Defense Cards to kill 
Zombies. 


» Cards that kill the Zombies are placed into the player's Zombie Kills Pile. 
Players reimburse themselves only for the cards they played from their 
HAND to kill Zombies. 

æ Only if a player is able to kill all the Zombies attacking them do they 
move into Phase 2 of their turn. 

æ Ifa playeris unable to kill all the Zombies, they must discard (from their 
hand) the amount of cards equal to the number of remaining Zombies. 
They also lose the rest of their turn. The remaining Zombies continue 
on to attack the next player(s) until they are all killed—potentially 
destroying everyone. 


[Example: John places a4 of clubs into the Zombie Pile, which sends four 
Zombies to attack the next player, Susan. Susan plays two club cards 
from her hand (10 of clubs and a 2 of clubs) into her Zombie Kills Pile 
(killing two of the four Zombies). Then Susan must choose two cards to 
lose from her hand and place them into the Discard Pile. Then she takes 
two cards from the Draw Pile to reimburse herself for the two clubs she 
played to kill two Zombies. The remaining two Zombies move on to 
attack the next player, Phil. Phil kills the last two Zombies by playing 
an Ace of diamonds into his Zombie Kills Pile. Then Phil takes his turn 
by playing a 6 (gas) into his Inventory. He then take two cards from the 
Draw Pile to reimburse himself for the cards he played from his hand 
(the Ace and the 6).] 
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BECOMING ZOMBIES 

When a player loses all their cards, their position in the order of play 
remains. On their following turn, they can take any one card from their 
own Zombie Kills Pile and play it into the Zombie Pile in order to add an 
additional Zombie to the total. NOTE: the one Zombie card played (from 
their Zombie Kills Pile) must be of the same suit as the attacking Zombie 
card (Joker is wild). The Zombie attack moves to the next player, giving 
that next player an additional Zombie to kill. 


During Phase 2, a player may play a Special Card Combination 
from their hand instead of playing one card from their hand. 


K and Q of same suit—Turned Zombie: 

Play the King and Queen of the same suit to steal one random card from any 
player. You announce the chosen card's suit. The player you stole from must 
fight one Zombie of the suit of the card that was stolen immediately, and 
they can not be evaded. If they make the kill, they reimburse themselves 
with one card for the kill before you reimburse youreself from Phase 3. 


2,3, and 4 of the same suit-Zombie Horde: 

Play a2, 3, and 4 of the same suit from your hand to create a Zombie Horde, 
and place all three cards face up into your Inventory. On your nextturn before 
Phase 1, place these Zombie cards on other players. These Zombies cannot be 
evaded by using Gas, Shelter, or Trapper cards and they do not pass on to a 
next player. (Note: you cannot play more than one card on a single player per 
turn.) On your following turns, if you have Zombie Hoarde cards remaining 
in your Inventory, you may play them on other players before Phase 1. 
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Three Jacks—Soldier Training: 

Play three Jacks from your hand and place them into your Inventory face up. 
For the rest of the game, you automatically kill one Zombie for free when you 
choose to fight Zombies. [Example: a 4 Zombie card is played on you, and 
because you have three Jacks in your Inventory, you only have to kill three 
Zombies if you choose to fight them.] When counting the number of cards 
in your hand at the end of the game, the three Jacks count as one extra card 
in your hand, 


Three 8s or three 9s of any combination-Good Defenses: 


Play three 8s or three 9s of any suit from your hand into the discard pile to 
receive four cards from the Draw Pile. 


END OF THE GAME | 

When the last card of the Draw Pile is picked, each player (including the 
player who took the last card) takes one more turn. The Discard Pile is 
turned over to become the Draw Pile, and players reimburse themselves 
from this pile. 

[Note: A Jack is the only card that cannot be played for a player's last 
turn. If the Jack is the only card in your hand, tough luck, you're done.) 
Ifa Zombie card is played on any player's last turn, the game must continue 
until the final Zombie is killed in each instance. So, even if a player has taken 
their last turn, a Zombie card requires them to keep fighting the Zombies, 
potentially losing additional cards. 


Any of the following scenarios could occur: 
+ Ifaplayer chooses to evade attacking Zombies by playing a Resource or 
Defense card, they forfeit their last turn. 
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+ [fa player cannot kill all of the Zombies on their last turn (thus, losing 
cards), they lose their last turn. 


+ Ifa player kills all of the Zombies, they get to take their last turn (if 
they haven't already done so). 


+ Ifaplayerkills all the Zombies and has already taken their final turn (and 
other players haven't had their last turn), the order of play, skips them 
until everyone has taken their last turn. 


After each player has taken their last turn, count the number of cards in 
each player's hand AND cards in their Zombie Kills Pile. 


After the three rounds, the player who has the most total 
cards in hand, wins the game. 


THE TIE 


If multiple players have the same amount of total cards in hand at the end 
of the three rounds, the player who has the most cards in their Zombie Kills 
Pile breaks the tie and wins. 


VARIATIONS FOR PLAYING OUTLAST 


» Play without using the Special Combinations and/or Hero cards. 
» Play additional rounds. Agree on the amount before starting. 


» Instead of playing the 5 cards as FOOD, change the 5 value to five Zom- 
bies instead. 


» Change the goal of the game: The player who has the most cards in 
their Zombie Kills Pile wins. 
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TIPS & ADDITIONAL RULES 
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+ Resources are face up so others can see what is gathered. While 
Defenses are face down because they're secret—you don’t want the 
enemy to know your strategy! 


œ Ifa player asks you how many cards you have, you have to respond; but 
you don’t have to tell the truth! 


Keep an eye on other players when they draw cards. If someone for- 
gets to reimburse themselves before the next player plays a card, they 
don’t get to. This represents “leaving a man behind.” 


When fighting Zombies, the original value of the cards in your hand no 
longer matter, only their suits do [Example: 2 of hearts Zombie played, 
fight with two hearts of any kind]. However, when using the Joker or 
Ace their action card value still applies. 


Remember, you can exchange three resources of any combination from 
your Inventory, to receive one card to add to your hand,—at any point 
on your turn (even if fighting Zombies). 


+ Remember, reimburse yourself after playing cards from your hand, not 
after playing cards from your Inventory. 


+ The Robber (9 card) can only be played at the beginning of your turn 
to steal a Resource that was just placed by another player. So, if fight- 
ing Zombies, you cannot use the 9 card 
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